





	Character Name: 
	Class: CLERIC
	Race: Aasimar
	Age: 
	Background: Scribe
	XP: 
	Hair: 
	Height: 
	Weight: 
	Eyes: 
	Str Bonus: +2
	Str Save: +2
	Dex Bonus: -1
	Dex Save: -1
	Con Bonus: +2
	Int Save: +0
	Wis Bonus: +3
	Wis Save: +5
	Cha Bonus: +1
	Cha Save: +3
	Int Bonus: +0
	Inspiration: 
	Passive Perception: 15
	Proficiency Bonus: +2
	Level: 2
	Portrait: 
	Con Save: +2
	Acrobatics Tick: Off
	Acrobatics Score: -1
	Animal Handling Tick: Yes
	Animal Handling Score: +5
	Arcana Tick: Off
	Arcana Score: +0
	Athletics Tick: Off
	Athletics Score: +2
	Deception Tick: Off
	Deception Score: +1
	History Tick: Yes
	History Score: +2
	Insight Tick: Yes
	Insight Score: +5
	Intimidation Tick: Off
	Intimidation Score: +1
	Investigation Tick: Yes
	Investigation Score: +2
	Medicine Tick: Yes
	Medicine Score: +5
	Nature Tick: Off
	Nature Score: +0
	Religion Tick: Off
	Religion Score: +1
	Performance Tick: Off
	Performance Score: +1
	Sleight of Hand Tick: Yes
	Sleight of Hand Score: +2
	Persuasion Tick: Off
	Persuasion Score: -1
	Stealth Tick: Off
	Stealth Score: -1
	Survival Tick: Off
	Survival Score: +3
	Perception Tick: Yes
	Perception Score: +5
	Front_AC: 17
	Front_Shield Bonus: 
	Front_Initiative: -1
	Front_Speed: 30ft
	Front_Max HP: 21
	Front_Current HP: 
	Front_Temp HP: 
	Front_Used Hit Dice: 
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 1: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Name 1: Mace
	Front_Weapon Atk Bonus 1: 4
	Front_Weapon Damage 1: 1d6+2 Bludgeon
	Front_Weapon Name 2: Unarmed Strike
	Front_Weapon Atk Bonus 2: 4
	Front_Weapon Damage 2: 3 Bludgeon
	Front_Weapon Atk Bonus 3: 
	Front_Weapon Damage 3: 
	Front_Weapon Name 3: 
	Ammunition: 
	Other Combat Stuff: INVENTORY: Holy Symbol, Backpack, Blanket, Holy Water, Lamp, Rations (1 day), Robe, Tinderbox.LANGUAGES: Common, CelestialGP:         SP:         CP:         
	Stuff I Can Do 01: TURN UNDEAD | Channel DivinityAs a Magic action, you present your holy Symbol and speak a prayer censuring the Undead. Each Undead that can see or hear you within 30 feet of you must make a Wisdom saving throw. If the creature fails its saving throw, it is Frightened and Incapacitated for 1 minute. For that duration, it tries to move as far from you as it can on its turns. This effect ends early on the creature if it takes any damage, if you have the Incapacitated condition, or if you die.DIVINE SPARK | Channel DivinityAs a Magic action, you point your Holy Symbol at another creature you can see within 30 feet of yourself and focus divine energy at it. Roll 1d8 and add your Wisdom modifier. You either restore Hit Points to the creature equal to that total or force the creature to make a Constitution saving throw. On a failed save, the creature takes Necrotic or Radiant damage (your choice) equal to that total. On a successful save, the creature takes half as much damage (round down).
	Stuff I Can Do 02: **You can use  Channel Divinity twice. You regain one of its expended uses when you finish a Short Rest, and you regain all expended uses when you finish a Long Rest.CELESTIAL RESISTANCE | You have Resistance to Necrotic and Radiant damage.DARKVISION |You have Darkvision up to 60 feet.HEALING HANDS | (Once per Long Rest)As a Magic action, you touch a creature and roll 2d4. The creature regains a number of Hit Points equal to the total rolled.HEAVY ARMOUR |You have Disadvantage on Stealth checks
	Front_Total Hit Dice: 
	Front_Hit Die: 2d8


